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Have you got what it takes to be in the Pursuit Force? Will you do anything to stop crime... 
even if that means using methods you won’t find in any police handbook? Engage in intense 
combat whilst hanging onto moving vehicles, dodge bullets, and defy gravity to jump 
between cars mid-chase to bring five of the Capital City’s worst gangs to justice. 

Pursuit Force'* © 2005 Sony Computer Entertainment Europe. Published by Sony Computer Entertainment Europe. 
Developed by Bigbig Studios Ltd. Pursuit Force is a trademark of Sony Computer Entertainment Europe. All rights reserved. 
"JL" and "r^LTFa." are trademarks or registered trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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on the cover this month 

Peter Jackson wanted to create a video game that allowed players to experience a uni¬ 
verse he created. Jackson met several game publishers while in Los Angeles to attend 
the Academy Awards; his collaboration with Ubisoft on King Kong (the game) goes back 
to early 2004. Video game development has mostly been left to computer programmers 
who are experts at writing code and have less skill in cinematic storytelling. But the line 
between the two worlds is blurring - turn to pagel 2 for further proof. 
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NEWS 


PSP SALES TOP 10 MILLION MARK WORLDWIDE 

Sony's pocket rocket PSP has been breaking sales records across the gtoabe and recently breezed past yet another major milestone 



Fans all over the world have been flocking to buy the PSP. 

10 million units within just 10 months is the fastest penetration 
speed for a PlayStation gaming machine in history 


Sony Computer Entertainment Inc. (SCEI) announced recently that the cumulative production shipment of its PSP 
handheld entertainment system had reached 10 million units worldwide, as of October 21st. 2005. Shipment of 10 
million units within 10 months since launch is the fastest penetration speed in the PlayStation platforms introduced 
in the past. Along with the exciting and extensive lineup of software titles for the year-end/New Years peak selling 
season, shipment of PSP is steadily growing in Japan. North America and Europe. 

Since its launch in Japan in December 2004, North Amenca in March 2005. Southeast Asia in May 2005. and 
finally in New Zealand, Australia and Europe in September. 2005, PSP has steadily been establishing its place as a 
new handheld entertainment platform around the world. With its overwhelming presence and impact, unparalleled 
in handheld systems. PSP has been gaining huge support from a broad range of consumers. 

On the software side. PSP software shipment has reached 19.6 million units and 197 titles have become avail¬ 
able worldwide as of September. Market for the UMD Video software titles have been expanding and cumulative 
production shipment has exceeded over 15 million units as of September. More new titles are expected to be 
released from content developers and publishers for the holiday season. 


ACTIVISION JOIN FORCES WITH MARVEL COMICS 

Activision recently extended their highly lucrative partnership with Marvel Comics until the year 2017 


Activision has announced that its licensing deal with Marvel Comics has been extended, giving the publisher the 
right to produce games based on the X-Men and Spider-Man franchises until 2017. 

The original deal, due to expire in 2009, has proved a profitable one for Activision - the publisher has sold more 
than 25 million Marvel games already. The new deal covers PC, console and handheld platforms. 

“Spider-Man and X-Men are major global franchises. Because of this, it is always critical for us to partner with 
companies committed to maximizing success internationally, said Marvel president Bruno Maglione. “Activision’s 
results on a worldwide scale with these brands demonstrated to us that they can and will continue to do that." 
Activision CEO Mike Griffith added: “This announcement further underscores the strength of our relationship with 
Marvel and reinforces our leadership position in the superhero genre." “This agreement will allow us to continue 
developing exceptional games based on these legendary characters well into the future." 

Leading publisher Electronic Arts has signed a new deal with comic book empire Marvel which will see the com¬ 
pany developing a series of fighting games featuring Marvel superheroes and a range of new characters. The deal 
encompasses the majority of Marvel's superhero franchises, and will allow EA to include characters such as Spider- 
Man and the X-Men in its games even though they are already covered by videogame deals with Activision. 



Did somebody call for a webslinger? You may need to check with 
Activision, who just extended their deal with Marvel until 2017 


MICROSOFT TO RELEASE XBOX 360 DETAILS 

Microsoft New Zealand is on the verge of announcing key local launch details for the Xbox 360 this month 



Mictosoft's powerful Xbox 360 console hits shelves in the US 
this month. Lets hope we wont have to wait much longer 


There’s been some welcome news from the team at Mi¬ 
crosoft New Zealand this month who have announced that 
they’ll be revealing the actual release date (and hopefully 
the retail price) for the Xbox 360 on the 21 st of November, 
the same day that new console launches across the US. 
Local interest in the Xbox 360 is building nicely: at the re¬ 
cent Big Boys Toys event held in Auckland, gamers and 
tech heads stood in line for hours just to see the 360 up 
and running. 

New Zealander was one of the last territories to get the 
original Xbox but we doubt we’ll have to wait a full year to 
get this one. 


EA SNAPS UP NEXT GEN SIMPSONS 

EA recently struck a deal with Twentieth Century Fox to produce new titles based on their hit TV series 



“This is a great opportunity because it will bring free EA 
games" -- Simpsons' Producer James L. Brooks 


Fox has announced a long-term deal that grants EA develop¬ 
ment rights to create original Simpson’s game content for next 
generation consoles. “EA’s been interested in this deal for years", 
said Nick Earl, Vice President and General Manager. EA Red¬ 
wood Shores Studio. 

“The Simpsons is our crown jewel", commented Twentieth 
Century Fox President Gary Newman. “With its seemingly limit¬ 
less universe of memorable characters makes it a natural fit for 
videogaming, and we believe Electronic Arts is exactly the right 
creative partner to bring Springfield to life." 


XBOX XMAS 

GIVEAWAY! 

The good people at Xbox have provided 
us with a Best Of Xbox Entertainment 
Pack (RRP $299.95). which includes an 
Xbox console, controller and one copy 
each of Halo 2 and Forza Motorsport 
(exclusive to Xbox). Plus there’s a copy 
of Jade Empire thrown in to round off the 
ultimate Xmas prize pack. To win this fan¬ 
tastic package turn to page 27, follow the 
simple instructions and get in the draw! 
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COMING SOON 


SOUL CALIBUR III 

PlayStation 2 / Sony Computer Entertainment 

Since the very first version emerged in the 90s, Soul Calibur (then known as Soul Blade) has 
had to live in the colossal shadow of Tekken. The series regularly felt as if you never had to be 
particularly experienced or even skilled to succeed which attracted players of all skill levels: 
with frenzied mashing and a wee bit of luck even rank newbies could breeze through to more 
characters, clothes, or weapons or at least put together a decent streak. 

Released on the 25th of November, Soul Calibur III is a wonderfully refined, feature-rich fight¬ 
ing game and with the retooled, restructured Al the stakes have been raised and now everything 
has to be earned. 

It arrives with a massive 25 fighter character list, including new faces Tira, Zasalamel, and 
Setsuka, and well-known favourites such as Lizard Man. Mitsurugi, Kilik, Taki, Nightmare, Maxi. 
Voldo, Cervantes, Raphael, Astaroth, Ivy, and plenty of others. 

Namco has sharpened up all of the characters’ fighting styles, removed the cheesier acrobat¬ 
ics and moves that gave certain characters an imbalanced advantage or disadvantage have 
been fine-tuned to level the playing field. Most noticeable Namco have reduced the conven¬ 
ient momentum gained from random button mashing. By tightening the command delays and 
speeding up recovery times, Namco have made Soul Calibur III into a much more technical 
game than Soul Calibur II but it’s still very friendly to casual players. 

Once again, the game’s presentation is slick and technically excellent. The graphics are pre¬ 
dictably spectacular, especially the breathtakingly-detailed battle locales. It’s remarkable how 
well Sony’s six-year-old system is producing graphics these days. Several of the more recent 
PlayStation 2 titles have looked impressive, and with games like Shadow of the Colossus still to 
come Sony obviously intend to go out with a bang. 




PURSUIT FORCE 

PSP / Sony Computer Entertainment 

Bringing a unique combination of driving and shoot-em-up action to the PSP, Sony's Pursuit Force is 
scheduled to reach stores any day now. Developers Bigbig Studios, founded by a gang of ex-Codemasters 
employees, were assisted by Evolution Studios, best known for their WRC titles on PlayStation 2. 

Featuring speeds reminiscent of Burnout, Pursuit Force offers a smooth, visually engaging gameplay and 
constant challenges. There are 30 missions to complete, in which you must command a police force in a 
high-speed firefight with enemies from all directions. The game features 50 vehicles ranging from sports 
cars to motorcycles and helicopters, but what makes the game more interesting is that the player can jump 
easily from vehicle to vehicle while continuing to shoot at baddies. 

Again, the PSP proves it is well capable of producing smooth graphics. The backgrounds and scenery 
have nice lighting and contrast, and the vehicles and characters pack considerable detail. 



HALF-UFE2 

Xbox / EA Games 

With its well balance mix of cutting-edge technology, storytelling, and sheer immer¬ 
siveness. Half-Ufe 2 is one of the greatest PC action games ever made. Now, a 
year later, Valve is close to releasing the Xbox version of Half-Life 2, and many are 
wondering if the developer can take a game that pushed the PC to its limits and 
translate it successfully to the Xbox. 

In terms of gameplay, the Xbox version is identical to the PC version, and unlike 
other ports or translations, the designers haven't needed to trim down the content 
or story to make it work on the console. Valve has managed to squeeze literally eve¬ 
rything that was in the PC version into the Xbox, which itself is hugely impressive. 



THE GODFATHER 

PS2, Xbox. PC. PSP. DS / EA GAMES 

EA are adding the final polish to yet another huge movie license; arguably one of the great¬ 
est films ever made. The Godfather is a about family, respect and loyalty, based on the book 
by Mario Puzo and award-winning film by Francis Ford Coppolla. 

The Godfather will offer non-linear action-adventure gameplay, with countless choices for 
solving the family’s problems either with brutal violence, skillful diplomacy, or a cunning mix¬ 
ture of both. Players will join the Corleone family and earn respect through loyalty and fear 
as you rise through the ranks to become Don. From mob hits and bank heists to drive-bys 
and extortion, step deep inside the world of The Godfather. 


C*<ame»frs»<a*cs. 


















Blood and Gore 
Intense Violence 
Strong Language 
Strong Sexual Content 
Use of Drugs 


AcliVisioN 


PlayStation E 


2005 Activision Publishing. Inc. Activision and True Crime are registered trademarks of Activision Publishing. Inc. 
All rights reserved. Developed by LuxoUux. "PlayStation'* and the "PS" Family logo are registered trademarks of Sony 
Computer Entertainment Inc. Microsoft. Xbox and the Xbox Logos are either registered trademarks or trademarks of 
Microsoft Corporation in the U.S. and/or in other countries TM. • and Nintendo GameCube are trademarks of 
Nintendo 2001 Nintendo. The ratings icon is a registered trademark of the Entertainment Software Association. All 
other trademarks and trade names are the properties of their respective owners. 


activislon.com 










You've either got it, or you haven't. 



GAME BOY m\CfO 

sleek, chic, stylish. 

In stores now. 


(Nintendo) 


TM, (R) and Game Boy micro are trademarks of Nintendo, (c) 2005 






COMING SOON 



NEED FOR SPEED MOST WANTED 

PS2. Xbox, GameCube. PC. PSP. NDS, GBA / EA Games 

Following the nitrous-filled Fast and the Furious series, 
fans around the world instantly became obsessed with 
underground racing. The Need For Speed: Underground 
titles sold immensely, so it comes as no surprise that EA 
would produce another sequel. This time, however, you 
are wanted by the law. The game hits shelves before the 
end of the month; we’ll have a full review next issue. 



PRINCE OF PERSIA REVELATIONS 

PSP/ Ubisoft 

The first Prince of Persia game to hit Sony’s PSP is an en¬ 
hanced version of The Warrior Within, complete with new 
puzzles, maps, and redesigned levels. Hunted by the Da- 
haka. the Prince embarks upon a path of carnage and 
mystery to defy his preordained death. His journey leads 
to the infernal core of a cursed island, home to some of 
the most brutal monsters to torment mankind. 



TRUE CRIMES NEW YORK CTTY 

PS2. Xbox. GameCube / Activision 

The latest title in the fledgling True Crime franchise re¬ 
leases soon. Set amidst the gritty corruption of NYC this 
hard-edged sequel features new celebrity voices and a 
soundtrack that includes The Ram ones. Public Enemy, 
Blondie. Wu-Tang Clan, Interpol. Iggy & the Stooges. The 
Velvet Underground. The Cramps and countless more. 



RATCHET GLADIATOR 

PlayStation 2 / Sony Computer Entertainment 

In stores soon, Ratchet: Gladiator is the newest chapter 
in this booming franchise that has sold over 7 million cop¬ 
ies. Ratchet is abducted by a demented media mogul 
Gleeman Vox and cast as an unlikely TV superstar on an 
intergalactic gladiatorial show. The universe tunes in to 
watch as he's uses an array of inter-planetary weaponry 
to survive until he can come up with an escape plan. 



JAMES BOND 007 from Russia \mth love 

PlayStation 2, Xbox. GameCube / EA Games 

Set in the 60’s, From Russia with Love drops players in 
the universe of the classic James Bond films, complete 
with outrageous action sequences, stylish cars, gorgeous 
women, and all the deadly gadgetry one can conceal in 
a Tuxedo. The game’s missions are plucked right out of 
the films and see the welcome return of Sean Connery, 
reprising his role as the original (and coolest) 007 agent. 



DANCE STAGE MARIO MIX 

GameCube / Nintendo 

In Dancing Stage Mario Mix, players clear levels by per¬ 
forming the correct steps on the provided dance mat. 
Dancers of all abilities can shake their thing to over 25 
songs, from remixed Nintendo themes to contemporary 
tunes. There's even a “Workout" feature tracks the calo¬ 
ries burned while showing off your moves on the mat. 



PRINCE OF PERSIA THE TWO THRONES 

PS2, Xbox. GameCube. PC. PSP / Ubisoft 
Ubisoft’s follow up to last year's Warriors Within looks 
to be a fitting end for the trilogy, casting the Prince as 
a hunted fugitive possessed by a sinister dark spirit. 
Playing as two distinct characters the expanded combat 
system will let you dispose of enemies in true style. 
Expect an even more immersive storyline, sumptuous 
backdrops and plenty of story-driven puzzles. 



GRAND THEFT AUTO ubotyoty stores 

PSP / Rockstar Games 

Liberty City Stories is being called the best “console 
style" PSP game yet. Rockstar has clearly cut no comers 
in creating this PSP exclusive. Liberty City Stories is set in 
an interactive, open environment and bolstered by first- 
rate voice talent and classic music that are very much 
trademarks of the franchise. It’s due to release late this 
month so look out for a review in next month’s issue. 



SHADOW THE HEDGEHOG 

PS2. Xbox. GameCube / SEGA 

The latest in Sega's Sonic series is due soon but the 
shiny, happy hedgehog is on leave. Shadow is the “evil 
anti-hero" version of Sega's goody goody mascot, and 
he’s got guns .. .lots of guns! Shadow can walk the right¬ 
eous path of the good or go down that evil road to ruin; 
the choices you make will determine the outcome. 

























HARDWARE 


PLAYTECH X-TREME WCG2005 UMITED 
EDmON BUNDLE WITH 7800GT 

Gamefreaks has a new toy. A computer in fact, the purpose of which is to review these 
component hungry PC games we regularly receive. We thought we d tell you all about it. 
seeing as if you happen to like the sound of this PC enough then you can talk to the good 
folks at Playtech and get your very own. 

The mouthful of a name this beast goes by is the Playtech X-Treme WCG2005 Limited 
Edition Bundle with 7800GT. We're going to stick with the X-Treme from here on! The big 
fuss in this is the ultra impressive Sparkle Nvidia GeForce 7800 GT graphics card which, 
for all intents and purposes, will metaphorically chew its way through any game you throw 
at it. We're meaning that in the good way, being that every PC game we’ve tried so far has 
happily blazed along with the highest graphical settings maxed out. 

There's more hiding under the hood than just that of course. The X-Treme has a 3.2 
GHz Intel Pentium 4 Processor with Hyper Threading and we do so love HT. not only tor 
the sense of power it gives., .but because it just sounds so damned space age like! Inside 
there’s also a tasty dual 512mb (1GB) of GelL Ultra Platinum RAM. We could spend an 
entire review going on about this stuff too, but suffice to say. if GelL doesn’t make the best 
memory in the world, we don't know who does. There's plenty of room on the hard-drive 
with a Seagate 160GB, aid backup is further assured with a DVD-Writer. 

All this power is hidden within a limited edition Pearl White Shuttle case. Not much 
room for extra hardware though it's a fraction of the size of most PC cases and scores 
well in the eye candy department. The case offers plenty of ports including 4 USB (2 
front, 2 rear), audio (with inbuilt 5.1 channel sound) and jacks for the likes of headphones, 
microphones and a couple of IEEE-1394 sockets. The advanced cooling system was 
especially admirable both in its quietness, and effectiveness for those epic sessions. 
Sweet machine. 

www. playtech .co.nz 




GAME BOY MICRO 

Nintendo have taken the widety successful Game Boy Advance SP. retooled it and added a dash 
of chic. The result? The Game Boy Micro system, quite simply the smallest and sleekest Game Boy 
product that Nintendo has ever created. 

It’s thinner than a mobile phone, as attractive as an MP3 player and as fun as a Game Boy. The metallic 
Game Boy Micro measures a mere 10cm wide, 5cm tall and 1.75cm deep, allowing it to sit comfort¬ 
ably alongside today’s coolest tech gear. Amazingly, it weighs less than 80 grams, or about the weight 
of 80 paper dips. Yet Game Boy Micro has the same processing power and plays the same games 
as Game Boy Advance SP models, complete with standard face controls and gleaming shoulder and 
Start/Select buttons that literally shine. 

The removable face plate gives owners the option to customise the look of their systems again and 
again with new colours and designs. Most notably, its 5cm backlit screen shines with incredible power, 
rendering games in stalling clarity with fantastic colours on the best screen ever developed for a 
Nintendo handheld. 

Game Boy Micro represents the latest evolution in the image of the GBA line, but it is not a successor to 
any current system. Game Boy Micro will sell alongside the Game Boy Advance SP. The system comes 
with a built-in, rechargeable lithium-ion battery and supports standard headphones. 


SAITEK ECUPSE KEYBOARD 

In the short time we’ve had it, we’ve come to the condusion that the Saitek Eclipse Keyboard is possibly the best 
piece of hardware of this type that we’ve ever used. While its use in gaming isn’t immediately obvious, we found the 
sheer comfort value and ease of use to be beneficial not just to those who are keen on collecting frags, but to almost 
anybody that makes use of a computer for any length of time. 

it features a standard set of 104 keys, a nice comfortable and adjustable wrist rest and LED lighting. The latter proved 
its worth not just in making the keyboard look super stylish, but for those late night gaming episodes where the lights 
are out. We should point out also that the symbols on the keys have been laser etched meaning that the blue glow 
shines through them as weU as around. The lights have two brightness settings and can also be turned off. The keys 
themselves have an almost silky smoothness and are all but noiseless - no annoying clicks while you type! 

A good look at the accompanying picture should be aH you need to convince you that the Eclipse keyboard is one 
nice looking piece of equipment. The overall appearance and colouring give it a sharp and sleek look without the extra 
clutter which accompanies other gaming orientated keyboards. Frankly if you take it along to a LAN or a fnends place, 
it's going to attract the good kind of attention. The Eclipse is pure finger candy. 




SAITEK GAMING MOUSE 

Saitek have been known tor making plenty of gaming peripherals up to now, this is their first go at a proper gaming mouse. You wouldn’t really 
know it though, the Saitek Gaming Mouse despite a few niggling and rather inconsequential issues is one classy affair. 

First off it looks great. Its silver/carbon and black coloration accompanied with blue LED’s fits In well with the rest of the Saitek range of PC 
accessories such as the Edipse Keyboard. Naturally it has two standard buttons and the clickable scroll-wheel on top. It also features two pro¬ 
grammable buttons on the left hand side, and one on the right. The mouse has also been designed to be usable by both left and right handed 
people. Teflon pads allows for a smooth passage on almost any surface. By default it moves at a respectable 800 DPI; however there’s also a 
button further down from the scroll-wheel which instantly doubles this to an impressive 1600 DPI. This is a great quick fix for those precision 
long distance headshots and encourages quick movement in a competitive first person shooter. 

Admittedly the odd shape of the mouse did take a bit of getting used to (about a week in our case). But once we made the adjustment and 
mastered the 1600 DPI mode we noticed a definite improvement in our online shooting affairs. 
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Use weapons, traps, and your team 
wisely to survive in first-person as Jack 


Break jaws, slam enemies, 
and throw massive objects in Kong’s 
third-person battles. 


November 2005 www.kingkonggame.com 


PlayStation 2 
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REVIEWED 


PETER JACKSON'S KING KONG: the official game of the movie 




We’d only seen preview 
code up until we went 
to print with this issue 
but the graphics were 
already looking hugely 
impressive. Not a frame 
rate drop or stutter in 
sight and not a huge 
difference between the 
PS2 and Xbox versions. 
The various animations 
of the game’s main char¬ 
acters are flawless, esp¬ 
ecially Kong while he's 
swinging on ledges and 
grabbing vines 



PLATFORM: PS2, XBOX. PC. CUBE. PSP. DS. GBA 
GENRE: ACTION/AOVENTURE 
PUBLISHER: UBISOFT 
DEVELOPER: DIGITAL ILLUSIONS 
RATING: 12* 

PLAYERS: 1 PLAYERS 
WEBSITE: WWW.KINOKONQGAME.COM 
RECOMMENOEO RETAIL PRICE: 9GB.BB 
RELEASE DATE: NOVEMBER IS 


We all know the drill. Movies are good, games based on 
movies are bad. Right? We've seen it a million times. Well 
you'll be happier than a huge monkey to hear King Kong is 
one hell of a good game that stands as well on its own four 
feet than any other non-movie title out there today. What's 
more, it might just be better than any of them put together. 

First of all Peter Jackson himself was involved in the crea¬ 
tion of the game. Seeing potential in the fact that a game 
gives you way more playing time than a film can keep you 
occupied for, Jackson and developers Ubisoft have really 
worked on keeping you in that cinema mode for the entire 
duration of the game. We're talking a mammoth movie 
watching experience folks, one that you’re not going to for¬ 
get in a long time. 

Right from the beginning King Kong impresses with its 
breathtaking visuals. Full HD support will give those lucky 
enough to own a big kickass TV one heck of a visual experi¬ 
ence, but if you’ve only got a standard 4:3 don’t worry: the 
game looks big no matter what you’re playing It on. You’ll 
also not be surprised to hear that the sound is 
just as amazing. If you’ve got your gaming machine plugged 
into anything remotely able to give out a dynamic range you'll 
get the full effect of the impressive audio. The environments 
sound amazing and the first time you hear King Kong roar 
you’ll drop a load in your pants. 

In another nod to the cinema the game begins with none 
of your usual screen clutter. That’s right people, no HUD, no 
crosshairs, no health bar, just one big beautiful picture. You 
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REVIEWED 


might be thinking “ew, what the?", but believe us, this really 
works. You can of course turn it all on again, but if you’ve got 
any sense at all you’ll just play the game 

how it was intended, and you will thank yourself for it after¬ 
wards. Because it really works! You don’t need all that crud, 
really - you can zoom in if you want to hit something from 
far away, you can tell if you’re getting wasted and need to 
back off a bit, cause the screen flashes and things start to 
look weird. 

The game isn't your average hack and slash either. Sure, 
there are elements of that, but you’re also going to have to 
use your brain to get through. Without going too much into 
detail lest we spoil the story for you, you’re a film crew on an 
island trying to escape from big old prehistoric creatures. Use 
anything you can to get away. If you chuck a 

little beast in the way of that big assed ape heading for 
you at a million miles an hour he’s going to swerve away and 
grab that thing first, giving you time to get away. It's all about 
the food chain, peeps. Gameplay moves seamlessly from a 
frantic chase to an environment driven puzzle and moves ef¬ 
fortlessly into a platform style leaping contest. It’s fluid, fun 
and it works a treat. 

While you play as the humans for a while, things get really 
good when you switch to play as the King of Kongs himself. 
Yup yup, uh huh, that’s right. Kong, and you won’t be dis¬ 
appointed. Nothing says happiness like crashing round the 
jungle as an overly inflated simian. You’ve got some moves 
too; you’ll be grinning ear to ear as you pick one dino up and 
swing him round, wrestling style, before smashing him into 
another and 

finishing it off by snapping its jaw in two. 

We're not kidding when we tell you this is one of the best 
looking games we’ve ever seen. It’s going to look spectacu¬ 
lar on a new generation console. Dense, overgrown jungle, 
breathtaking wide open vistas with bridges and waterfalls, 
Tyrannosaurus Rex, hell bent on eating everything in front if 
him. Not to mention King Kong, who is quite simply the best 
looking giant ape we’ve ever seen. The animation is superb 
and you will find yourself actively seeking things to swing 
round just to see how it looks. Ubisoft discarded any ideas 
of motion capture as this technique invariably looks stale and 
stiff and instead put all their efforts into animation, plain and 
simple. And it shows. Kong roars and swaggers, and moves 
with such grace and power it feels just so damned right to be 
running along walls and hauling yourself up ledges. 

There has been a huge amount of work put into this game. 
Ubisoft appear to have pulled all the stops and it should 
come as no surprise to learn they are seeing this as their 
champion title for 2005. Hopefully we will see them benefiting 
from their time with Peter Jackson as we see his presence 
as key to making this game as great as it promises to be. It’s 
refreshing to see directors as big as Jackson getting actively 
involved in game creation; it can only mean good things for 
the industry and we hope that more directors start to realise 
the potential of the game as a vessel to further explore the 
story of a film. 

King Kong is available on almost every platform from the 
18th November. From how it looks now it seems like this 
could be the biggest title of the year. Considering how many 
good games have been released in 2005 that’s a big call but 
we’ll back that up as we bring you more of a review in a future 
issue. One thing’s for sure though: we’ll start to see more and 
more film spinoffs that actually work as a game too. And that 
can't be a bad thing. 
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REVIEWED 



The 24-mission campaign 
is very well designed. 
Divided into three large 
acts. It tells the story of 
three generations of the 
Black family. As for the 
multiplayer experience, 
everything you’d want 
to do is built right into a 
slick “Ensemble Studios 
Online” service. From 
within the game you can 
create an account, choose 
a picture for yourself, join 
a clan, create a buddy 
list, send instant mes¬ 
sages, join chat rooms, 
browse games, set up a 
game, get ranked on any 
of dozens of ladders. It's 
all top-notch, and how 
games should be meant 
to be played online 





AGE OF EMPIRES III 



PLATFORM: PC 

OENRC: REAL-TIME STRATEGY 
PUBLISHER: MICROSOFT 
DEVELOPER: ENSEMBLE STUDIOS 
RATING: IS* 

PLAYERS: 1-4 PLAYERS/ONLINE 
WEBSITE: WWW AGEOFEMPIRES3.COM 
RECOMMENDED RETAIL PRICE: $99.99 
RELEASE DATE: OUT NOW 


Age of Empires III has just been released and with it comes 
the return of one of our favourite real time strategy series. 
Previous incarnations have taken place in the Pre-Christ 
empires, the medieval era and even detoured into ancient 
Mythology. Now the chronology is back in order, the ‘third* 
Age of game throws the player into the political mess that 
is the New World (old speak for America) when the gold 
obsessed European powers were squabbling with them¬ 
selves and the native peoples for power and territory...and 
apparently the fountain of youth! 

The single player campaign for Age of Empires III three 
stretches over three long acts and follows the fortunes of the 
Black family in their generations long battle with a secret soci¬ 
ety. Also on offer is the obligatory skirmish mode where you 
have your choice of eight different civilizations to make battle 
with. They range from the obvious such as the English and 
French, to rather more surprising entries like the Russians 
and Turks. The world is probably a little too pc conscious 
these days to have players razing Indian villages; but the 
natives do still play a strong role in the game with the con¬ 
struction of a trading post at their home allowing for unique 
technologies and bonuses and generally cheap but effective 
fighting units. 

A new feature for AOE III is the home city, which as the 
game progresses can be customized, and allows the 
player to purchase cards. These cards can then be spent 
to quickly grant the player unique new technologies, civiliza¬ 
tion bonuses, new workers and military units. The home city 
feature also extends to the online portion of the game where 
players can create a kind of unique identity for themselves by 
gradually adding to their city as they gain experience points 
by winning (and loosing) battles against other people. 

As with previous ‘Age of* game, the developer Ensemble 
has an online matchmaking service. Despite the fact that we 
felt it was a little too cluttered, it did allow for easily found 
and lag free games. We were shocked however that the only 
game type was conquest. Not only this, but to win, every 
enemy unit has to be destroyed which means one has to 
occasionally play against a sore loser who feels no guilt what¬ 
soever in wasting time by scattering units to hard to find cor¬ 
ners of the map! 

Presentation wise AOE III is simply awesome. It features 
many technologies such as the Havoc physics engine which 
are normally reserved for first person shooter or other graphi¬ 
cally intense games. The result is this is hands down the best 
looking real time strategy title to date. The screenshots are 
pretty enough, but wait until you’ve seen a fleet of ships lay 
down a thunderous broadside or a pitched battle filled with 
flying bodies and buildings being torn apart! 

This is classic Age of Empires which largely sticks to the 
same style of gameplay as its predecessors. Something 
which we think most of us appreciate seeing, as it’s as addic¬ 
tive and subtly deep as ever. 
















REVIEWED 


THE MOVIES 


PLATFORM: PC 

OENRE: STRATEGY/SIMULATION 
PUBLISHER: ACTIVISION 
DEVELOPER: LIONSHEAO STUDIOS 
RATING: 12* 

PLAYERS: 1 PLAYERS 
WEBSITE: WWW.SOFTPRINT.CO.NZ 
RECOMMENDED RETAIL PRICE: *89.95 
RELEASE DATE: OUT NOW 



The latest title from the controversial Peter Molyneux and his 
Lionhead Studios gives you the opportunity to quit moaning 
about how they don’t make movies like they used to and run 
your own Hollywood movie studio. 

You begin as the head of a young new movie studio in the 
1920s and it's your task to grow the business into a studio 
Steven Spielberg would be jealous of by making the right 
choices, hiring and firing staff, building complexes and making 
movies. You’re introduced to the whole concept gently and 
are guided through the earty stages of the game to learn the 
basics. After that it’s pretty much up to you to run things the 
way you see fit; there's no right or wrong way and the game 
gives you a large amount of freedom to do whatever the hell 
you think should be done. 

You'll quickly find out there's heaps to be done! From 
building sets and hiring crew and acting talent to releasing 
your first movie there are a metric truckload of things to get 
through -- which genre you choose for example can be criti¬ 
cal to the success of your film as one area will respond differ¬ 
ently to horror for example than another. Ultimately making a 
movie sees you needing genre, screenplay, a good director, 
cast and crew and of course some extras. But make sure 
your director gets on well with the cast or you could end up 
having to book your leading actor into rehab! 

Despite the seemingly endless amount of things you need 
to take care of the game will let you take things slowty and 
you can ask for as much or as little help as you need. 

As well as managing your studio there is a side-game 
which allows you to put together your own movies. There is 
an incredible variety of in-game tools available here to pro¬ 
duce your own little masterpiece. Once you’re happy with the 
flow you can release this as one of your studio's own titles but 
be warned: the game can be a harsh judge and often doesn’t 
know the difference between intentionally cheesy or just plain 
crap. In a nice touch you can also export your productions 
to a standard video 

format that you can upload to the net to share with the 
movie community or just show off to your mates. 

Graphics wise, if you think a slightly more stylised version 
of the Sims you wouldn't be far wrong, but to just say that 
would be a little unfair; The Movies is a very nice looking title 
and the information is organised incredibly well considering 
the huge amount of stuff to get your head around. Zoom¬ 
ing the camera from ground level all the way up to a birds 
eye view is visually pleasing and you won’t get tired of doing 
it! Being the movies of course the sound is pretty epic and 
changes as you progress through the decades. The voice 
acting is really well executed although most of the dialogue 
between your staff is through Sim-like gibberish. 

All up The Movies is hugely engrossing. If you like to take 
your time and put a lot of effort in to see results happen down 
the track this really is for you; the satisfaction you receive 
when your studio is up and kicking is huge. 



The Movies is massively detailed 
and as close to real life as you're 
going to get. It’s like nothing you've 
ever played before, however if 
you’ve seen The Sim’s or SimCity 
you’ll have somewhat of an idea of 
what to expect, plus you'll be able 
to pick it up the highly intuitive user 
interface without even going through 
the entire tutorial - we’re already 
looking forward to seeing what they 
come up with for the PlayStation 2 
and Xbox versions, due out here in 
March 06 







Created by renowned developer Peter 
Molyneux of Lionhead Studios, The 
Movies takes life simulation to a whole 
new level. Players build, use and re¬ 
use thousands of sets, props, locations 
and costumes, and break new ground 
to achieve movie mogul status. You can 
even post your films to the Web for the 
world to see or e-mail them to friends 
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REVIEWED 


HARRY POTTER AND THE GOBLET OF FIRE 



PLATFORM: PS2, XBOX, PC. CUBS. PSP. OS. OBA 
GENRE: ACTION/AOVENTURE 
PUBLISHER: EA GAMES 
OEVELOPER: EA GAMES 
RATING: 7* 

PLAYERS: 1-3 PLAYERS 
WEBSITE: WWW.EA.CO.NZ 
RECOMMENDED RETAIL PRICE: 879.95 
RELEASE DATE: OUT NOW 
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EA has really outdone itself with the list of spell 
effects. So expect to find the screen lighting 
up with all kinds of pyrotechnics 


Few things can be counted on in life. Of those, 
there are death, taxes and a new Harry Potter 
game to coincide with the release of the upcom¬ 
ing movie. The Goblet of Fire is the forth install¬ 
ment of the series and sets a darker tone as Harry 
and his friends grow up and are exposed to ever 
more dangers thanks to 'He Who Shall Not Be 
Named’, otherwise known as Voldermort...oops. 
The open ended game play of the previous 
games has been replaced by a far more linear expenence in the 
Goblet of Fire which comes with some ups and downs. The free¬ 
dom and exploration is all but gone, leaving the game the poorer 
in our opinion. On the other hand, the game is a lot more attrac¬ 
tive and contains some dazzling special effects and cut-scenes. 

The game starts off at a Quiddich match which shortly there¬ 
after gets attacked by the villainous Death Eaters. From there 
Harry finds himself entered into the dangerous Tri-Wizard tourna¬ 
ment where he gets the opportunity to face off against (i.e. flee 
from) a Dragon, speed through the air on his trusty broomstick, 
swim underwater and do battle against a horde of little nasties 
in. what is for obvious reasons, a youngster orientated brawler. 
Throughout much of the game Harry is accompanied by his best 
friends. Hermione and Ron both of who can also be controlled 
for a little variety. 

Gameplay-wise Goblet of Fire comes awfully close to taking a 
step back compared to the preceding games due to the lack of 
puzzles and exploration. Nevertheless, as a kids game it's both 
satisfying and lengthy and so we’re sure it will be high up on 
many a youngsters’ wish-list for the upcoming holiday season. 






Buzz is a wonderfully clever little package and is the best quiz game 
ever released by a mile. It makes a great new addition to Sony's fast¬ 
growing range of family-friendly PS2 releases and with Christmas just 
around the comer they've timed the game perfectly 


BUZZ! THE MUSIC QUIZ 


Quiz games, bar the odd notable excep¬ 
tion. have been mostly pretty poor offer¬ 
ings; cheesy at best and downright 
unentertaining at worst. But after we 
opened the box and saw the four bundled 
buzzer units we knew things were going 
to be different, and after playing a few 
rounds we are happy to report Sony have 
taken the quiz genre and put a great big 
rocket in its pants. Buzz is awesome. 

The game itself plays like a mashup of all the TV game shows 
you’ve ever seen. You can play on your own or with up to three 
friends, choose either a short, medium or long game length and 
choose the era of music your questions are based on -- so if your 
music knowledge stopped getting any better after the 80s don’t 
worry - there’s more than enough for the old folks here too. 

Your host for the duration of each game is Buzz, a muppet-like 
character whose one-liners and high-energy delivery, while funny 
to begin with can get a bit annoying, but happily most of the time 
you can skip through It and get right down to the good bits. 

The questions are grouped in various rounds, all of which are 
fun and quite different to each other. There’s the Fastest Finger 
round which is based on your ability to hit the big red button 
quicker than anyone else, and Pass the Bomb, our personal 
favourite, which sees you answering questions correctly to pass 
a ticking bomb on to the next player and save yourself from get¬ 
ting blown up. With more than 1000 music clips ranging from 
the early 50s, through to the 80s and up to and including music 
released this year you’re guaranteed to get plenty of value out of 
Buzz - at the very least you’ll improve your music knowledge. 



PLATFORM: PLAYSTATION 2 
GENRE: PARTY/QUIZ GAME 
PUBLISHER: SCEI 

DEVELOPER: RELENTLESS STUDIOS 
RATING: 3* 

PLAYERS: 1-4 PLAYERS 
WEBSITE: WWW.PLAY8TATION.CO.NZ 
RECOMMENDED RETAIL PRICE: 199.95 
RELEASE DATE: OUT NOW 




Included with the game are four buzz¬ 
ers allowing four people to play right 
away, and providing an interface that 
even grandma can cope with 
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AVAILABLE NOW AT A RETAILER NEAR YOU. WWW.EAPLAY.COM 
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REVIEWED 


GUN 


PlayStafioru? 


gun 



PLATFORM: PS2. XBOX. CUBE. P 
GENRE: ACTION/AOVENTURE 
PUBLISHER: ACTIVISION 
DEVELOPER: NEVERSOFT 
RATING: TBA 
PLAYERS: 1 PLAYER 
WEBSITE: N/A 

RECOMMENOEO RETAIL PRICE: I 
RELEASE OATE: NOVEMBER 29 



Set in the unforgiving, lawless American West 
in 1890, you play Colton White, on a mission 
for truth and revenge 


Developers Never soft are best known for creat¬ 
ing the near endless parade of Tony Hawk skat¬ 
ing games. Well it seems even the most fanatical 
extreme sport fans need a change of direction 
every now and then, hence GUN. a brutal shoot 
'em up set in the Wild West. 

The story focuses on one Colton White who 
sees the man he always thought was his father 
brutally gunned down. From there he discovers 
his past is not what he thought it was and must make a venge¬ 
ful quest of self discovery. The plot is penned by Author Randall 
Jahnson (The Mast of Zorro, The Doors) and does a great job 
of capturing the action packed and surreal nature of the lawless 
west. While the game does feature a tightly focused plot filled 
with twists and betrayals, Colton will also be able to explore the 
land on foot or on horseback and take part in numerous side 
quests and mini-games. 

GUN is brutal, there’s no denying that. In your journeys as a 
gunslinger you’ll face off against corrupt lawmen, outlaws and 
warring tribes. You'll battle on trains, from horseback and gener¬ 
ally shoot, stab and scalp your way through a horde or no-good- 
ers. Your arsenal is made up of six shooters, bows, shotguns, 
hatchets, gatling guns, dynamite and more. Colton can even 
make use of a quick draw ability, which is essentially bullet time, 
using this he can pick off enemies with precision shots. 

While we thought the game was a little too easy and short we 
were pleased that GUN does such a great job of capturing the 
Clint Eastwood-esque spirit of the Wild West. The game is a load 
of fun to play and graphically and audio-wise it’s top notch. 




Riding a horse is pleasingly simple, the basic movement con¬ 
trols steer and propel your steed, and you can spur it for extra 
speed. Your horse, however, can’t take too much of this and if 
you're not careful you can literally ride your pony to death 




Wielding a throwable light saber and Force Powers (Choke, Lightening, 
Push, Pull), the Jedi/Sith can often sway the tide of battle. With the ability 
to deflect blaster shots and traverse the terrain with tremendous leaps, 
these generals are lethal but will not rise if they’re cut down in battle 


STAR WARS BATTLEFRONT 2 


With the original Star Wars Battlefront 
being the most successful Star Wars 
videogame (sales wise) it’s inevitable 
that a sequel was to follow. And b it's 
finally arrived, with the same Battle¬ 
field inspired gameplay as the original, 
and a few new bells and whistles such 
as star ship combat and Jedi bonuses 
thrown into the mix. 


PLATFORM: PS2, XBOX. PC 
M GENRE: FIRST PERSON SHOOTER 

H PUBLISHER: EA GAMES 

■ DEVELOPER: PANOEMIC STUDIOS 

■ RATING: 12* 

H PLAYERS: 1 -64 PLAYERS/ONLINE 

■ WEBSITE: WWW.EA.CO.NZ 

H RECOMMENDED RETAIL PRICE: 990.99 

Ij RELEASE DATE: OUT NOW 


An improvement over the original is a somewhat more hefty 
single player aspect, in particular the Rise of the Empire cam¬ 
paign which chronicles the 501st Cloned Division’s exploits 
across the galaxy. There’s also an improved version of Galactic 
Conquest in which giant fleets move in on various planets whose 
names you’ll no doubt recognize from the movies. 

Multiplayer is the true focus of Star Wars Battlefront II however 
with the Imperial, Rebel, Republic and CIS armies being the vari¬ 
ous factions that can be chosen from. Most of the planets, units, 
weapons and vehicles from the original make a reappearance 
alongside the obligatory sequel extras. With the PS2, Xbox and 
PC versions able to support 24, 32 and 64 players respectively. 
If the number of human players fall short of these marks, the 
remainder are made up by bots, who. while a tad brainless, at 
least add moving targets to the chaotic fray. 

The presentation is pure Star Wars with the familiar John Wil¬ 
liams soundtracks being prominent alongside the now iconic 
buzz of lightsabres. blaster fire and screaming Tie Fighters. One 
can’t help but appreciate the chance to gun down an At-At with 
an X-Wing and Star Wars Battlefront II hands out opportunities 
like this in abundance. 




New to the game is space com¬ 
bat, which is a great addition to 
the series. In classic Star Wars 
craft, you can board ships, dog¬ 
fight enemy fleets or even attack 
the Death Star 


























REVIEWED 


WRC: RALLY EVOLVED 


PlayStation 


2 


PLATFORM: PLAYSTATION 2 


Another year another WRC title, which is fine 



GENRE: RACING/DRIVING SIM 
PUBLISHER: SCEI 
DEVELOPER: EVOLUTION STUDIOS 
RATING: 12* 

PLAYERS: 1-16 PLAYERS/ONLINE 
WEBSITE: WWW.PLAYSTATION.CO.NZ 
RECOMMENOED RETAIL PRICE: tt».95 
RELEASE DATE: OUT NOW 


by us seeing as Rally driving is our favourite 
motor sport, and the constant competition 
between Sony’s own WRC games and the 
likes of the Colin McRae senes has gener¬ 
ally kept progress going in the right direction. 
However despite the name, don’t expect too 
much out of WRC: Rally Evolved that you 



haven't already seen. What we have here is a 
solid and genuinely fun game, but one which does little to distin¬ 
guish itself from its predecessor. 

Of the latest new features, two stick out significantly. One is 
the chatter from your co-driver which is a lot more dynamic, 
encouraging and generally quite helpful. The other is the traps 
that await you during the race which include the likes of competi¬ 
tors who have broken down, falling debris or wandering wildlife. 
The neat thing is that they’re randomly generated, so even when 
you’ve memorised every stage you still have to be on your toes 



Cars can now sustain crash damage across 
the whole stage, with the handling chang¬ 
ing to reflect the condition of the vehicle 


for potential danger. 

You can customise the difficulty depending on your driving skill, 
going from one extreme where the game’s handling is accurate 
and unforgiving, to the other where by cranking up the traction 
control all but lets the Al drive the car for you! Those who like to 
tweak their cars can do so, but at the same time we wouldn't 
question the game’s default selections. 

WRC: Rally Evolved also does a great job of supporting multi¬ 
player games. It offers a number of different race types with up to 
four people playing on the one console, or sixteen online via the 
PS2's online network adapter. 




The multiplayer options of the WRC series have undergone some 
major improvements. There is good support for offline for up to 
four players with a multitap and up to sixteen players can race 
online via the PS2 network adapater 




Even if Capcom had done a simple port of the GameCube version, we’d still 
be raving about it, given that it's one of the best games of the whole year. 
That Capcom has delivered a huge pile of excellent extras into the bargain 
and done such a sterling conversion job makes it nigh on essential 


RESIDENT EVIL 4 


The official Don of the horror titles, 
Resident Evil 4 has finally made it to 
the PlayStation 2 after being available 
on the Gamecube for nearly a year. 

So, how does the PS2 version 
measure up? Pretty damn well if you 
ask us. This is seriously one of the 
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GENRE: SURVIVAL HORROR 

PUBLISHER: CAPCOM 

DEVELOPER: CAPCOM 

RATING: TBA 

PLAYERS: 1-S PLAYERS 

WEBSITE WWW.CAPCOM COM 

RECOMMENDEO RETAIL PRICE: $116.95 

RELEASE OATE: OUT NOW 


better titles that you will find on any __ 

console available, anywhere. 

The game sees us six years on after the action of the past three 
titles took place. The Umbrella Corporation, the company responsible 
for the carnage you mopped up in Resident Evil 3 has been barred 
rom doing business. You play Leon Kennedy (who fans of the series 
will recognise from Resident Evil 2), a newly promoted Secret Service 
agent tasked with rescuing the US President’s daughter and bringing 
her safely back to America. Rest assured along the way there will be 
plenty of mutants and freaks, and you will have the bejeezus scared 
out of you more than twice. Much more than twice. 

Five new missions added to the PS2 version see you able to revisit 
some of the side events of the RE4 story which will answer many of 
your questions. This is a great incentive for Gamecube owners to go 
out and buy a PS2 as well to find out why the heck certain things 
happened that originally left you scratching your head. 

If you haven’t played the Resident Evil series before this is a great 
time to start; RE4 is without a doubt the best of the Resident Evils 
(with the possible exception of the original) and playing it through 



will have you genuinely terrified, especially if you lock yourself in a 
dark room with the sound turned up. If you’ve played RE4 on the 
GameCube already then there’s more than enough new material in 
the PS2 version to warrant playing it again. 


At certain points in the game 
you will play as the elegant, 
enigmatic spy Ada Wong 
























REVIEWED 


BIG RED ONE 

Call of Duty 2: Big Red is the console cousin of Call 
of Duty 2 but unlike the series’ previous excursion on 
the trio of current consoles, this is unquestionably a 
success. 

Big Red One refers to the American Army's 1st 
Infantry Division; the first US outfit to see action in 
WW2. You follow their missions from North Africa, 
Sicily, France, and then finally on to Germany as a pri¬ 
vate rising through the ranks to sergeant. For the first 
time ever in the series, you will be the same person throughout. 

From beginning to end. Big Red One is pure sensory overload. 
The air is thick with the sounds of war that go a bit further than 
planes flying overhead and the rumble of artillery sounding off in 
the distance. 

More than in previous titles, there’s a lot of chatter. Characters 
yell out warnings and advice to one another. Even targets and 
objectives are issued audibly, which only increases the all impor¬ 
tant immersion factor, particularly if you have a decent sound 
system or use a set of headphones. 

The downside is that this requires long scripted sequences and 
a largely linear path. There are distractions along the way (man¬ 
ning turrets is still the best) but generally players are ushered 
along a trail from which it’s impossible to stray. 

War shooters are typically a multiplayer playground, but Big 
Red One is more about throwing players into war individually, 
and letting them feel the despair, noise, and hopefully the joy of 

_ . „ _ ^ coming out alive. The deathmatch maps are still entertaining and 

The cinematic presentation and hallmark 

intensity of Call of Duty returns with a the team-based games have added longevity, but don’t go look- 
more complete gameplay experience ing for dramatic new ideas. 



CALL OF DUTY 2: 





Squads will now make better use of environmental cover and 
tactical manoeuvres, such as flanking, envelopment and fire-and- 
manoeuvre behaviours. Hear allies reacting to the events on the 
battlefield with contextually accurate battle chatter 




Despite the fact that SSX 3 had online play, On Tour is strictly an 
offline experience. It’s no great loss, but it’s worth noting since its 
predecessor had it. You can play split-screen multiplayer, and it's 
just as solid as the single player mode 


SSX ON TOUR 


SSX on Tour is essentially a game about mon¬ 
ster tricks, super speeds and style. As with 
many of the EA sports additions you can 
create your own boarder or skier so that you 
can build a career with your ultimate aim to 
become a black diamond rockstar. 

On Tour simplifies some of the intricate 
controls of previous titles, in which the right 
analogue stick has more functionality allow¬ 
ing ease of use and the ability to perform monster tricks right from 
the start. Of course you can unlock more tricks to add to your rep¬ 
ertoire as you progress and bind them to the directional controls. 
This makes personalisation of your style that much easier. Using 
the shoulder buttons to perform grabs and pinches, left analogue 
for direction and right for tricks you can accelerate to death defying 
speeds in no time at all and quickly build your reputation. We find the 
controls work well and judge the setup as a positive step. 

For those of you that like complexity never fear, you can show your 




mates your extreme finger sport abilities if you wish. As mentioned 
the gameplay can be simplistic with the use of analogue sticks and 
shoulder buttons to Grab and F>inch, however if you want some game 
controller twister action then you can use the D-pad to Spin/Flip and 
FYe-wind a trick, the X to jump, Circle to hand plant and Square to 
Boost/Tweak and Recover as well as the afore-mentioned setup. 

After becoming an amateur you will be able to join the tour and 
compete for medals. Once you have earned a few, the money you 
generate can be used to increase your skills and attire. You can also 
go on a free-ride to learn the slope and get a good feel for the game. 
SSX on Tour rocks, whether you are new to the scene or an old hand 
there is plenty of fun to be had by all. 



Compete for medals or just tear up 
the massive new mountain, but make 
sure you look good doing it because 
your reputation is always on the line 
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REVIEWED 


MARIO KART DS 



Nintendo's new wireless gaming service. Ninten¬ 
do Wi-Fi Connection, via Wi-Fi adds a whole new 
dimension of multiplayer fun 


This is the one DS owners have been waiting for. Not 
just because Mario Kart DS means even more frantic, 
top-notch racing action but because the title also heralds 
the arrival of Nintendo’s new Wi-Fi network. By the time 
Mario Kart hits the shelves Nintendo’s entirley free global 
Wi-Fi network will be operational, allowing players across 
the world to connect up and race together via Wi-Fi rout¬ 
ers and hotspots. 

Simply one of the most fun and addictive multiplayer 
series around. Mario Kart has always offered complete karting mayhem 
for multiple players but Mario Kart DS takes things to all new levels. 

Connect wirelessly to battle regional challengers and racers across the 
world. Up to four players can go toe to toe over the Wi-Fi network across 
twenty of the game’s insane courses. Fret not if you have no access to a 
Wi-Fi connection either, because from just one game card eight players 
can connect locally for frantic karting ecstasy. 

In single player mode you can take your favourite Nintendo personality 
screaming across a mixture of new tracks and old favourites from previ¬ 
ous games. Along with classic modes like Grad Prix. VS. and Time Trial 
the new iteration also introduces Mission mode in which you’ll weave 
your way through various objectives to beat the clock and challenge the 
bosses. Mario Kart’s signature cache of brutal weapons all return along 
with some lethal new additions to keep returning racers on their toes. 

Online or on your own. Mario Kart DS offers more of that karting mad¬ 
ness that gamers just can’t get enough of. with a nice blend of traditional 
elements and new additions the game is both a perfec jumping-on point 
for newbies and a an exciting development for series veterans. 

For more information on the DS Wi-Fi service check out their web site, 
www. nintendowifi. com 




The best part is how easy the setup is. Nintendo's 
gone to great lengths to make it as user friendly 
as possible and have succeeded in making it a 
plug & play system. So long as you have a wire¬ 
less router set up, you won't run into problems 


JAK X: COMBAT RACING 


PLATFORM: PLAYSTATION 2 
GENRE: RACING/VEHICULAR COMBAT 
PUBLISHER: SCEI 
DEVELOPER: NAUGHTY DOG 
RATING: 12* 

PLAYERS: 1-t PLAYERS 
WEBSITE: WWW.PLAYSTATION.CO.NZ 
RECOMMENDED RETAIL PRICE: SftS.SS 
RELEASE DATE: OUT NOW 


It seems after a trilogy of successful run and gun adventure games. Naughty 
Dog are looking for a new direction for their Jax franchise, and like Crash Bandi¬ 
coot before it, racing is where it’s at. Jax X: Combat Racing offers a relatively 
deep story for a game of this type, with our erstwhile hero needing to compete 
in this extreme racing sport in order to save himself and his companions from 
a deadly poison. Needless to say that the game offers plenty of between race 
cut-scenes interspersed with that trademark Jax humor. 

But the story isn't what really matter, it's the gameplay. So long as you’re not 
going to be put off by the “seen it all before" driving then Jax X: Combat Racing 
delivers the goods in this colorful and solid racing game. It's got high speed thrills 
in abundance and plenty (perhaps even a few too many) power-ups, all of which 
will aid you to after-bum and blast your way to victory. Winning gold medals is 
the key to progress in Jax X and to help implement this you can spend points 
to upgrade your vehicle to improve the likes of speed, handling and the ability 
to withstand damage. 

The single player 'campaign' is massive and to add to this goodness there’s 
plenty of multiplayer madness to be enjoyed. Aside from the mandatory split 
screen mode Jax X can be played via a LAN or online with the help of the PS2 
adapter. Online also supports the USB headset so the smack talk can fly! There’s 
also a multitude of alternative game modes to extend the fun such as 'Artifact 
Hunt’. ’Freeze Rally’ and the burnout inspired ’Rush Hour'. 



Jak X is packed with serious eye candy; some good, some really good, some great! The overall 
appearance is closer to a cartoon than reality. The backgrounds are varied but will be instantly 
recognizable to fans who played the first three Jak game 
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REVIEWED 


TONY HAWK’S AMERICAN WASTELAND 


PLATFORM: PS2, XBOX 
GENRE: EXTREME SPORTS 
PUBLISHER: ACTIVISION 
DEVELOPER:NEVERSOFT 
RATING: 16* 

PLAYERS: 1-4 PLAYERS 
WEBSITE: WWW.SOFTPRINT.CO.NZ 
RECOMMENDED RETAIL PRICE: M9.9S 
RELEASE DATE: OUT NOW 


Since its inception, every installment in Neversoft's Tony 
Hawk franchise has added something the previous title didn't 
include; the basic gameplay hasn't evolved hugely over the 
years but there is always something new to master. This is 
not especially true with Tony Hawk’s American Wasteland. 

The story casts you as a Midwestern Skater Kid. Fed up 
with the local scene and constant hassles from The Man. he 
gets on a bus and heads to the city where he meets Mindy, 
who takes pity on your lame clothes and haircut - Mindy 
serves as a guide/fashion consultant as you prepare to hit 


the streets of Los Angeles. Eventually crossing paths with 
some skaters squatting in a place called The Ranch; your 
mission is to take the fledgling Ranch and transform it to 
the gnarliest skate park the city has ever seen. 

THAW’s graphics are nicely detailed with excellent 
animations of tricks, bails and overall environments. The 
music, while a few great tunes stand out (Black Rag, 
Dead Kennedy’s), most are classic punk tunes butchered 
by today’s current crop of cheesy bands. 

Online play is basically unchanged from prior install¬ 
ments and now Xbox owners can experience what the 
PS2 players have been enjoying for quite some time. Just 
make sure you don't mind getting your ass handed to 
you on a regular basis. The online community is insanely 
good. 

After all is said and done, THAW is a polished skate title 
with good online play but the Hawk franchise is starting to 
show wear and tear around the edges and will likely need 
an overhaul before the next gen consoles arrive. 





New tricks include the Bert slides, Natas spins hand¬ 
stands, and one-footed grinds and manuals 




The PS2 and Xbox versions of The Sims 2 also 
offers a two player split screen option 


THE SIMS 2 



Go figure that a game with no real point or objective has 
evolved to become the biggest selling series in the gaming 
world. Expansions aside we saw the sequel. The Sims 2 
make a triumphant re-entry on PC’s last year, and now all of 
the consoles are about to get the same treatment. Except 
they're not really. You see despite the identical names, The 
Sims 2 for the various consoles have had some rather serious 
changes introduced. 

The Sims 2 offers two main single player game modes, 
the somewhat deceptively named story mode, and free- 


play. Much like the PC version, the ‘story’ mode gives your 
character a number of aspirations which they must achieve. 
Unlike the PC version which is more open ended, the fulfill¬ 
ment of these aspirations opens up new levels and items. 
Each console version of the Sims 2 also offers unique new 
features, in the case of the PS2 it can make use of the Eyetoy 
peripheral to take pictures of the player, which can then be 
placed on walls as artwork. The 'gotta collect em all' aspect 
of the game is added to by the cooking feature in which the 
little Simlings must actually gather ingredients which can be 
discovered in hard to find spots in order to knock up those 
gourmet (or not so) dishes. 

What the Sims 2 offers in a touch more focus with the 
consoles comes at the loss of the superb Al. and wonderful 
spontaneity of the still superior PC iteration. The loss of the 
genetics system with birth, ageing and death is a setback. 
That said there’s still plenty of addictive hours here and the 
huge number of collectables and customization options will 
certainly be pleasing to the many Sims fans out there. 


EYETOY PLAY 3 


PLATFORM: PLAYSTATION 2 
GENRE: PARTY GAME 
PUBLISHER: SCEI 
DEVELOPER: LONDON STUDIOS 
RATING: »♦ 

PLAYERS: 1-4 PLAYERS 
WEBSITE: N/A 

RECOMMENDED RETAIL PRICE: *59.95 
RELEASE DATE: OUT NOW 



Anyone not familiar with the EyeToy camera by now must 
have been living in a cave. The original EyeToy game was 
little more than a gimmicky showcase for the new technology, 
and whilst EyeToy Play 2 wasn’t a huge leap forward, it did 
introduce new ideas, and demonstrated that the camera was 
capable of more than making us wave our arms around. 

EyeToy Ray 3 offers nine new mini games, divided into 
three categories; Sport, Variety and Music. 

The sport's category contains bowling, volleyball and 


touchdown. Bowling is one of the highlights of the compila¬ 
tion. and requires you to direct the ball to the pins. Volleyball 
is fun too and provides one of the more physically intensive 
activities. The last sport's game is called Touchdown (based 
on American Football) and has you fending off would be tack- 
lers on your way to a touchdown. We can definitely see the 
potential of an EyeToy: Sports title. 

The music category is comprised of three games that all 
play on the idea of waving your hands over an instrument in 
time with the music. Amusing as this is we’ve seen it before. 

The last category is a hodgepodge of mini-games crea¬ 
tively titled Variety. The first is boot camp, which puts you 
through a set of tasks including running, jumping and duck¬ 
ing. The beauty salon game let’s you choose a hair style and 
move your arms to cut the hair. Most of the mini games on 
offer are fun and fairly addictive, but the main appeal lies in 
the multiplayer. It remains to be seen whether these games 
will last any longer than the other titles. 
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Intel P4 3.2GHz 
ATi X800 GTO Video 
1GB Geil DDR2 
200GB Hard Drive 
DVD Wnter 
Gaming Headset 
Windows XP Home 


AMD Athlon64 3500+ 
nVidia 6800GS Video 
1GB Geil DDR400 
200GB Hard Dnve 
DVD Writer 
Gaming Headset 
Windows XP Home 


Intel P4 3.2GHz 
nVidia 7800GT Video 
1GB Geil DDR400 
160GB Hard Dnve 
DVD Wnter 
Windows XP Home 


1.6GHz Centrino 
512MB Memory 
DVD Writer 
nVidia 6600GO Video 
15.4" LCD 
Wireless 
Microsoft XP Pro 


1.6GHz Turion 
512MB Memory 
DVD Writer 
Ati X700 Video 
15.4" LCD 

Wireless + Bluetooth 
Microsoft XP Pro 


Free Quake 4 or Call of Duty 2 with every Game Box 


Free 1.5GB MegaCache with every notebook purchase 


This seasons latest games 

LA.R. $79.95 (normally $84.95) 

II of Duty 2 $79.95 (normally $84.95) 

ake 4 $69.95 (normally $73.95) 

ale $79.95 (normally $84.95) 

Movies $74.95 (normally $84.95) 

e of Empires 3 $79.95 (normally $84.95) 


All monitor puchases go into the draw to win a 
Philips Digital Photo Frame! 


Xbox + Halo 2 + 
Forza Motorsport + 
Extra Controller 

NZ’s Best Price!! 


Spakle nVidia 7800GT 
Free Call of Duty 2 


MSI Ati X1800XL 256MB 
Latest Graphics Card from Ati 


More Xmas Specials Available. Fill your stockings today 


$1699.00 


$1999.00 




To order Call 0508 PLAYTECH 

9am-5:30pm weekdays, 10am-4pm Sat 


Click www.playtech.co.nz 

24 hours a day, 7 days a week 


Visit us at Unit 1,14 Omega Street, Albany, Auckland to experience the latest technology today 


All nghts reserved Prices, configurations, promotions, and availability may change without notice TMC Computer Ud T/A PlayTech cannot be held responsible for pricing discrepancies due to 
errors in website functionality All product photos are for illustrative purposes only Photos displayed may contain optional items that are not included m the default configuration for that system 
GST included Shipping charge may apply. TMC Computer Ltd T/A PlayTech cannot be held responsible for errors in photography or typography All sales are subject to TMC 
Computer Ltd T/A PlayTech Terms and Conditions of Sate unless you have a separate agreement with TMC Computer Ltd T/A PlayTech TMC Computer Ltd, and the PlayTech logo, are 
trademarks or registered trademarks of TMC Computer Ltd Other trademarks, registered trademarks, trade names and logos are the property of their respective owners 

























REVIEWED 


CALL OF DUTY 2 


PLATFORM: PC 

GENRE: FIRST PERSON SHOOTER 
PUBLISHER: ACTIVISION 
DEVELOPER: ACTIVISION 
RATING: IS* 

PLAYERS: 1-4 PLAYERS 
WEBSITE: WWW.EA.CO.NZ 
RECOMMENOED RETAIL PRICE: $70.08 
RELEASE DATE: OUT NOW 



The WW2 first person genre may be a little crowded, but 
there’s one king of the roost and when a new chapter of the 
Call of Duty series is released you’d better pay attention. 
Offering the opportunity to wage battle against the Hun all the 
way from the human meat-trap that was Stalingrad, the burn¬ 
ing deserts of North Africa and up the sheer cliffs of Pointe 
du Hoc. COD2 will envelop you in sprawling dynamic battles 
which will all but leave your PC shaking from ear busting artil¬ 
lery and the absolute carnage which unfolds within. 

What Call of Duty 2 fails to offer in terms of originality, it 


more than makes up for with it's epic level of presentation 
which leaves one hungry to dash off and watch Saving Pri¬ 
vate Ryan or Band of Brothers. The combat is furious and 
involves large numbers of smart troops on both sides. The 
audio is all that we could wish for from a WW2 based game 
with its 5.1 surround sound ensuring you feel every bomb 
that goes off and every bullet that whizzes by. Especially 
notable is the intense musical score which has near perfect 
timing in that it kicks off just as you and your allies are about 
to make a seemingly suicidal charge or have come through a 
particularly intense (and there are many) fire-fight. 

Keen players can do battle online which supports five dif¬ 
ferent game types. As well as the standard Deathmatch and 
capture the flag variants we found ourselves playing a Coun¬ 
ter-Strike clone called Search and Destroy and an all new 
game mode called Headquarters. The latter is particularly 
fun with the two teams constantly maneuvenng to set up, 
defend, and occasionally move their HQ's all the while trying 
to take out the enemy’s. 




A new, more powerful engine sets the scene for 
authentic combat and astonishing looking action 



Walter Hill’s 1979 film was a stylish, sometimes gritty 
portrayal of the gang sub-culture that exists in NYC 


THE WARRIORS 


■ PLATFORM: PS2. XBOX 
GENRE: BEAT EM UP 
PUBLISHER: TAKE 2 INTERACTIVE 
DEVELOPER: ROCKSTAR GAMES 
RATING: IS* 

PLAYERS: 1-2 PLAYERS 
WEBSITE WWW.ROCKSTARGAMES.COM 
RECOMMENDED RETAIL PRICE: $90.#5 
RELEASE DATE: OUT NOW 


Rockstar’s latest offering. The Warriors, is a typically stylistic 
attempt to revive the near-dead beat ’em up genre. A tribute 
to the halcyon days of Double Dragon and Streets of Rage 
delivered via a cult film license. 

Released in 1979, the film tells the tale of a gang’s fight 
for survival. Cyrus the Virus, messianic leader of the largest 
gang in New York, is gunned down and the murder is wrongly 
pinned on a gang known as the Warriors. Now, all the other 
gangs are hunting the Warriors down as they try to survive 
the night and make it back to Coney Island. 


Rockstar have cleverly fleshed it out by attaching a 
compelling back-story set three months prior to the 
events of the film which tracks the rise of The Warriors 
through New York's gang hierarchy. The new story pro¬ 
vides the setting for nearly half of the missions, with the 
events of the film coming in the last third of the game. 

For the spectacular brawls and fight sequences. The 
Warriors controls are deceptively simple and attacks 
are context-sensitive, so instead of executing a punch 
or a grab, you can push your opponent’s face into a 
wall if they’re standing close enough - no guns though, 
although you might come across assorted bricks, bottles 
and other potentially lethal litter. 

Yes, The Warriors is brutal and violent, but it is a beat 
’em up after all and what did you expect from the crea¬ 
tors of the all conquenng Grand Theft Auto series? More 
importantly it’s a joy to play and Rockstar have excelled in 
capturing the spirit of the film, perhaps more so than any 
previous film license. 


F.E.A.R 


PLATFORM: PC 

GENRE: ACTION SHOOTER 

PUBLISHER: VIVENOI 

OEVELOPER: MONOLITH PRODUCTIONS 
RATING: IS* 

PLAYERS: 1-16 PLAYERS/ONLINE 
WEBSITE: N/A 

RECOMMENDED RETAIL PRICE: S99 95 
RELEASE OATE: OUT NOW 


Here at Gamefreaks we’ve played plenty of videogames over 
the years. There’s definitely been a mix of the good, the bad 
and the mediocre. It's not often that a game makes us go 
wow and want to rave on and on about. F.E.A.R is one of 
those few. 

Your role in this game is as part of a classified strike team 
formed to deal with those threats that no one else can, 
including the supernatural. This first person shooter caters 
to John Woo style action scenes and gun play which, in our 


opinion is even better than the likes of Half Life 2. A lot 
of this comes down to the super smart Al which sees 
enemy soldiers working together to support each other, 
flank you and take cover. 

An impressive physics engine also means that the scene 
of a fierce fire-fight will be littered with shards of concrete, 
shattered glass and the odds and pieces that make up 
the room you happen to be in. Hitting the Ctrl key also 
triggers a slow motion reflex motion which enable to you 
enter a Matrix’ like state where you can pick off enemies 
and dodge their attacks more effectively. 

This in itself makes for REAR being an amazing game. 
It also happens to be one of the most terrifying with more 
pant staining moments than we’ve seen since the likes 
of System Shock 2 and Clive Barker’s Undying, games 
which showed the world that the first-person shooter is 
a near perfect game type for horror stories to be played 
out on. Ray it! 






























IN STORES 


VIETCONG 2 

PC / TAKE 2 INTERACTIVE 

The latest in the Vietcong franchise is based on historical 
accounts, with players playing the role of a US Captain 
caught up in the infamous Tet Offensive. 



THE INCflEDBLES 2 FKOFTVtUf^ffMNm 

PS2, XBOX. PC. CUBE. NINTENDO DS. GBA / THQ 
The game begins at the film's conclusion. Players battle 
the Underminer and his robot minions in the vast under¬ 
ground world built by this diabolical genius. 



DEAD TO RGKTS 2 

PS2. XBOX. PC / EA GAMES 

Dead to Rights 2 is a gritty, crime-noir inspired epic with 
more corruption, more betrayal and more crime, with 
super-charged game play and hard-boiled storytelling. 



SFONGEBOB SQUARB^ANTS: UGHT5. CAMERA, RANTS! 

PS2, XBOX. PC. CUBE. NINTENDO DS. GBA / THQ 
Join SpongeBob, Patrick, Sandy. Squidward. Mr. Krabs 
and Plankton as you compete against your friends for 10 
different roles, including the coveted super villain role. 



QUAKE4 

PC/ACTIVISION 

Although it’s been six years since the last Quake game, id 
Software’s epic first-person shooter series still has one of 
the biggest reputations in PC gaming history. 



BATTLEFIELD 2 MODERN COMBAT 

PS2, XBOX, / EA GAMES 

Modern Combat brings the intensity and excitement 
of the Battlefield series to the consoles, complete with 
modern vehicles and deadly tech weapons. 



SLY 3 HONOR AMONG THIEVES 

PLAYSTATION 2/ SCEI 

Sly 3 draws players into the devious adventures of Sly 
and his crew by offering a challenging dual multiplayer 
mode, new vehicles, mini-games and much more. 



GRIPSHIFT 

PSP/ SIDHE INTERACTIVE 

GripShift. from NZ developers Sidhe Interactive, is a 
weird blend of puzzle solving, platform elements, driving 
and hundreds of diverse challenges. 



MARVEL NEMESIS RISE OF THE IMPERFECTS 

PS2, XBOX, PSP. NINTENDO DS/ EA GAMES 
Pit legendary Marvel characters against The Imperfects, a 
group of Super Heroes created by Marvel and EA, in all- 
out duels to determine who is the most powerful of all. 



THE SUFFERING: TIES THAT BIND 

PS2. XBOX. PC / MIDWAY 

This revolutionary new action-horror game recaptures the 
disturbing terror of its predecessor, with all-new twisted 
creatures and a few familiar faces. 



RRE EMBLEM PATH OF RADIANCE 

GAMECUBE / NINTENDO 

Test your tactical prowess against mages, monsters and 
madmen, command knights, winged soldiers, pikemen, 
and skinshifters in man-to-man, turn-based combat. 



SINGSTAR 80b 


PLAYSTATION 2/ SCEI 

SingStar ‘80s fills your home with the tunes from leading 
retro artists including The Cure, Kate Bush, Frankie Goes 
to Hollywood, Erasure and Simple Minds. 









GIVEAWAYS 



XBOX ENTERTAINMENT 
PACK PLUS 

A huge thank you to Xbox NZ who 
have provided an Xbox Entertainment 
Pack, which comes with an Xbox con¬ 
sole, controller and copies of Halo 2 , 
Forza Motorsport and Jade Empire! 

What is the name of Microsoft's next 
generation follow-up to the Xbox? 

a) Xbox 360 

b) Xbox 90210 

c) Xbox Tree Fiddy 



PETER JACKSON’S KING KONG 

THE OFFICIAL PRIZE OF THE MOVIE 


Ubisoft and Monaco Corp. has kindly 
donated two copies (1 Xbox, 1 PS2) of 
this month's cover title to give away. 
We’re expect a lot of entries this 
month so be sure and get in quick. 

Who directed the King Kong film that 
inspired this month's cover game? 

a) Jackson Pollock 

b) Peter Jackson 

c) Michael Jackson 



EA XMAS WISH PACK 


EA will make some readers Xmas wish 
come true with this triple game pack that 
includes Need For Speed Most Wanted, 
The Sims 2 and Battlefield 2 Modem 

Combat! (Spec*y i you went PS2 or Xbox copes). 

Name the war that provides the setting 
for EA’s classic shooter Battlefield 1942? 

a) The Spanish Civil War 

b) The Korean War 

c) World War Two 


CONGRATULATIONS 

We get a huge response to our 
giveaways and as always we’d 
like to thank everyone who sent in 
entries for last month’s proze draw: 
our congratulations go out to all the 
drawn winners from issue 47. 

XMEN LEGENDS PACK 

Francis Jose Louis. Hastings 

FAR CRY 
XBOX LIVE PACK 

Joel Leonard. Thames 

TIGER WOODS 
PGA TOUR 06/PSP 

Brady Lesa . Tauranga 

We’ve gopt some great prizes this month 
so get to it and send m those entries. 


HOW TO ENTER 


Write the correct answer, your name and contact details on the back of the envelope (or in an e-mail). All correct entries immediately go into the draw to win. This month's winners 
will be drawn and notified December 15, 2005. Please refrain from flooding our email. No entries will be accepted after that date. 

Send to: Gamefreaks Competition. PO Box 68-211. Newton, Auckland or e-mail us : competitions@tenthplanet.co.nz (Maximum of 3 entries per e-mail address, per competition) 


YOUR AD HERE 

sales@tenthplanet.co.nz 


for all the latest 

game reviews 
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PlayStation c? 


PREPflREH) DO BATTLE. Over 18 unique warriors including newcomers, 
Zasalamel, Setsuka and Tira, plus veteran fighters Voldo, Raphael and Taki await 
your pleasure. Or TAKE ON THE BEST by creating your own original fighter, friend 
or foe in your search for the legendary swords of HWESOHIE POWER, fighting your 
way through HIORE BOTTLE R10DES than ever before, including Chronicles of the 
Sword mode. Tales of Souls mode and Soul Arena mode. WWW.S0UlCalibUr 3.G0rn 


PlayStation t? 
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